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Ij he Galaxy stands poised at a moment of tremendous 

CHANGE THAT WILL FOREVER ALTER THE LIVES OF ITS BILLIONS 
OF INHABITANTS. WHEN THE GREEDY TRADE FEDERATION 
MOBILISES FOR AN INVASION OF THE PEACEFUL PLANET NABCO, 

' >h‘ -■ 1 . 1 i\ 

.. _t 'jv- 

THE JEDI M A ir.ER -‘CJJ UI'GDN JlNN AND HIS APPRENTICE, DEI-WAN 

Ik ! -V'K* I 

KENDBli find themselves embroiled in the violent 

conflict. Meanwhile, in the city of Theed, the young 

V 

n, . 1 “ 

Queen a mi da la and her faithful guardian, Captain 
Panaka, must call upon all of their training to survive 

THE FIRST ATTACK, AND IN THE 5WAMPS OF NABOD, THE CLUMSY 

Gungan Jar Jar Binks moves ever closer to his fateful 

MEETING WITH QUJ-GON. BUT IT IS ON THE DESERT WORLD OF 
TATnaiNE, FAR removed FROM THE MACHINATIONS OF THE 

trade Federation and the endless debate in the Galactic 
Senate, where the jedi will eventually discover a young 
slave named anakin ekywalker. Despite his humble 

BEGINNINGS, THE BOY COULD EVENTUALLY SAVE THEM ALL. 
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Getting Started 

Set up your PlayStation game console according to the instructions in its 
Instruction Manual Make sure the power is off before inserting or removing a 
compact disc. Insert The Phantom Menace disc and close the disc cover. 
Insert game controllers and turn on the PlayStation game console, Follow 
on-screen instructions to start the game. 

It is advised that you do not insert or remove peripherals or Memory cards 
once the power is turned on. Make sure there are enough free blocks on your 
Memory card before commencing play. 


Console Top View 




default Controls 


Controller 
Top View 



NOTE: You can only use the left and right sticks if your Analog Controller 
(DUAL SHOCK) is in ANALOG mode (LED: RED). 


□ 
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The Main Menu 

When you first start the game, you will see the 
game’s Main Menu, which consists of the 
following three selections: New Game, Load 
Game, and Options, 

| NEW GAME 

Shirt a new game beginning with Level 1 . 

LOAD GAME 

By highlighting a previously saved game from 
the list, you may load it by pressing the 

X button. 

Memory Card 

Bach saved game will require one block on 
your Memory Card. You can save as many 
games as you have free blocks, or you can 
overwrite other The Phantom Menace saved 
games. NOTE: ff you choose to overwrite a 
previous saved game, that information cannot 
he recovered. Be careful which files you 
choose to overwrite. 



Main Menu 


0PTB0N5 

* Yoke: Adjust the voice volume by pressing 
the i — button to decrease the volume, and the 
—> button to increase the volume. 

* Music: Adjust the music volume by pressing 
the <— button to decrease the volume, and the 
—y button to increase the volume. 

* SI X: Adjust the sound effects volume by 
pressing the Y- button to decrease the volume, 
and the —> button to increase the volume. 

* Stereo/Motio: Choose stereo or mono 
sound, 

* Vibration: Analog Controller 

(DUAL SHOCK) only. Him the vibration 
function on/off. 


* Subtitles: Him the text subtitles 011M, 

* Credits: View the team credits, 

* Controls: Press the X button to go to the 
Controller Configuration screen where you can 
change your default controls, Once you are at 
the Controller Configuration, screen, use the 
f- and —» buttons to cycle through three 
control settings, Press the X button to make 
your selection, 

* Music Video: Highlight and press the 
X button to play the exclusive Duel of the 
Fates music video. 


The Inventory 
Menu 

The Inventory Menu (accessed by pressing the 
Start button from within the game), displays 
the following information: 

* Items: Displays the items your character lias 
In his/her inventory, By highlighting the item 
with the Directional buttons, you can see the 
name of the item and a brief description, 

* Weapon: Works like the items Menu, but 
displays weapons. Information may include 
how many rounds of ammunition are available 

for the highlighted weapon, 

* Options; Same as the Main 
Menu Options screen. 
(See previous page,) 

* Save Game: Prompts you to 
save a game. 

* Load Game: By highlighting 
a previously saved game, you 
may load it by pressing the 
X button, 

* Quit: Allows you to exit a level 
and return to the Main Menu. 

* Continue: Allows you to 
return to the game, 
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Game Screen 



Boss Heiilth Meter 

Ccniun en^jniL's are harder to 



Meal, In special cases a Boss 
Ilcallh Me- (r will appftir LO show 
ills boss' health status. 


Force 
Power Uiir 

Displays available 
Force Push 
(Jcdis oah). 


Health Meter 

Displays your 
character's cur¬ 
rent health status. 


Weapon 

IiuBcator 

Shows the 
currently 
active weapon. 


H EROEl5 (Playable Characters) 

O BI -W A N K E N 0131 Ql li-Go 11 JillII *S 
impulsive young student and ally. He does 
not understand Ins teacher's unquestioning 
love for all life forms, yet he is intensely loyal 
and models himself after Qui-Gon in till 
other ways, Special Weapons; Lightmher 
Force Pash 

Qui-Gon Jinn The venerable Jedi 
Master who, along with' Obi-Warn is sent to 
solve the Trade Federation dispute. He is 
one of the most skilled of the Jedi warriors. 
Despite his strength and wisdom, Qui-Gon 
has never sat on the Jedi Council due to his 



unconventional views, Special Weapons; 
Lightsaber, Force Push 

Captain Pan aka Leader of the 
Naboo Royal Security Forces, and the 
Queen's loyal protector. He has uncanny 
instincts, and is known as "the quickest eyes 
on Naboo.” He has difficulty trusting others, 
especially when it could jeopardise the 
safety of his charge. Special Weapon; 
Hand-to-Hand Combat 

Q u e k n Ami d ala The new!y elc cte d 
leader of Naboo who sometimes adopts 
unique and very personal solutions to 
problems. She has been trained for her 
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position since childhood, and gained great 
respect as the ruler of Theed before 
assuming the throne. Her elaborate 
costumes are not a sign of vanity, but rather 
a series of masks concealing her true 
appearance so that without them she may 
walk unnoticed among her people to gather 
information. Special Weapon: Droid Stunner 

Other 

Characters 

An akin Sky walker A young boy 
on the planet Talooine. One of Watto’s slaves 
and a mechanical genius, Auakin is 
currently building a Podracer and a 
protocol droid. The Force is amazingly 
strong with tfiis boy, although his future is 
clouded. 1 le forms an immediate attachment 
to the Queen’s handmaiden. Pad me. 

J A R J A R l i IN K s A ciu insv Guiigan wh o 
aids the heroes, partially because he 
believes he owes a life debt to Qui-Gon. He 
has been banished from Otoh Gimga, yet his 
role in uniting the Gungans with Queen 
A midala will eventually bring him honour 
and respect from his people. 


Enemies 

Battle Droid The primary enemy 
encountered by the heroes. Battle droids 
have been developed secretly by several 
factions, including the Trade Federation, 
despite the restrictions of the Republic. They 
are extremely efficient and have been 
programmed for many combat situations. 

Maintenance Droid The cleaning 
droids found in air vents on the Trade 
Federation ship. They are not dangerous as 
such, but they are programmed to recognise 
obstructions as dirt and obliterate them with 
electrostatic energy. 





D E ST R QY ER 1> RO1D s In c re d I b I y 
dangerous rolling battle units with personal 
deflector shields for defence. These shields, 
along with their mobility and heavy 
armament, make them an even more 
formidable foe than the battle droids. 

C dry scant Mercenary Armed with 
a force pike, the Coruscant Mercenary is 
trained in stealth and melee fighting. 

Battle Tank The Trade Federation 
battle tank, also known as an Armoured 
Attack Tank or AAT. These tanks confront the 
enemv with a heavily armoured facade and a 

r ^ 

blistering hail of assault fire from five laser 



guns and six energy shell launchers. Their 
deployment on Naboo are the tanks 1 first use 
in open combat, 

Dakth Maul A Sith Lord and 
apprentice to Darth Sidious. He wields a 
doubled)laded Jlghtsaber. His appearance is 
fearsome, with horns covering his bald 
head, and red and black tattoos on his face. 
Flis absorption in the dark side of the Force 
is total, and he fights with frightening 
ferocitv. 
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Moves 


MOVEMENT 

T 

Move jn E\oi Direction 

i 


left Stick 

Move in Each Direction 

Right Stick Dodge Left or Right 


BASIC CONTROLS 

■ 

Attack/Block Shots 
(Ligbtsabers Only) 

u 

Previous Weapon 

K2 

Next Weapon 

X 

Jump/Readi Hanging fines 
Forward Flip (Jedi Only: 

Press X a second time 
when jumping,) 

m 

Activate, Use/Mk 

• + T 
m + i 

PusMTill Crates and Logs 

Rl (Hold) 

Run 



SPECIAL MOVES 


Ll (Hold) + 

4— Dodge Left 

LI (Hold) + 

—> Dodge Right 

# + i 

Jump Backwards (Kon-Jedi) 
Flip Backwards (Jedi Only) 

x + T 

Jump Forward 

8 + ■ 

Jumping Saber Attack 


(Jedi Only) 

Tap, Then 

Overhead Saber Mrl 

Hold ■ 

(Jedi Only) 

A 

Force Push (Jedi Only) 


IN-GAME CONTROLS 

Start Button 

Access die 

Inventory Screen and 


Pause the Game 


/« 


Actions and 
Strategy 

INTERACTING/SPEAKING 

The • button allows you to activate switches ; 
buttons, use machines and bilk to other 
characters. Walk up to a character if you want 
to talk to him/her, and press live # button. If 
dialogue lines appear at the bottom of the 
screen, you can talk to tills character. Use live 
T and 4- buttons to scroll between these 
dialogue lines until you highlight the one you 
want to select, then press live G or X button 
to choose it. If one line of dialogue does not 
seem to produce any useful results, keep 
trying others.. While playing as a Jedi, you will 
occasionally find a line of dialogue 
<jjt. brackets> that represents a Jedi mind 
trick. Choosing this option may allow your Jedi 
character to influence the actions of others. 

POSB/PULL OBJECTS 

Sometimes your character can also move large 
objects like logs or crates. Walk up against the 
object then press the @ button in 
combination with the T or i button to push 
or pull the object 


FORCE PUSH/FORCE POWER BAR 

(Available only to Qui-Gon and Obi- Wan) 
Press the A button to use Force Push. Use 
Force Push to temporarily disable enemies, 
push certain objects, or to activate certain 
levers or switches. A blue Force Push meter 
located in the lower left corner of your screen 
shows your Force Push power level. Force Push 
diminishes with frequent use, so give it a few 
seconds between uses to recharge to lull power, 

JUMPING 

You can make difficult leaps over chasms by 
pressing the X button to jump. Qui-Gon and 
Obi-Wan can also do a forward flip to achieve 
greater distance. To execute a forward flip, 
press the X button a second time while in 
midair. The jump is also useful for reaching 
overhead lines, which can be used to explore 
otherwise inaccessible areas. 

TRADING 

When speaking to characters, there are 
opportunities to trade objects; The dialogue 
options will indicate whether or not you can 
trade, Trade with as many diameters as 
possible, 
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SIDE QUESTS 

There are side quests or oilier paths that your 
character am sometimes follow that may fur¬ 
nish you with uscfi.ll items or extra challenges. 
Certain characters may ask you to help them 
throughout the game. Some quests are nor 
essential to finishing the game, but they may 
prove useful once you reach the later levels. 

ESCORTING 

Occasionally vour character mav have the 

- t r 

responsibility of escorting other characters 
through a dangerous environment, It is your 
duty to protect those you are escorting, and if 
they are injured or killed, your game may end. 


Weapons 

located on screen to tile right of the Health 
Meter, the Weapon Indicator shows (he 
current weapon being used and how much 
ammo you have available, if applicable, 
Available weapons are: 

LIGHTSABER 

(A i>a i table o n (j 1 to Q u i - Gon 
and Obi- Wan) 

The primary weapon of the Jodi. Deadly in 
offense, and quite formidable in defence, die 
energy blade of die lighteaber can cut through 
almost any object and can deflect incoming 
energy blasts, 





BLASTER RIFLE 

A lightweight, long-range sidcami. Standard 
weapon for battle droids, 

LIGHT REPEATING BLASTER 

Has a. superior fire rate when compared to 
standard issue blasters and blaster rifles. 

NAB0O BLASTER 

(Available only to Captain Pan aka) 
Standard issue for Naboo Rovai Guards. 


R-65 HEAVY BLASTER 

Fires high-powered energy bolts that reflect off 
most surfaces, It's extremely useful in tight 
combat zones. 

DROID STUNNER 

(Available only to j Queen Amid ala) 
Emits an energy pulse capable of stunning 
almost any enemy. Proves vei.y useful against 
battle droids. 


PROTON MISSILE LAUNCHER 

Launches missiles with miniature proton war¬ 
heads. The weapon can destroy many vehicles 
and inflict damage on other large machinery, 


THERMAL DETONATOR 

Spherical baradimn fusion explosive. Thermal 
detonators destroy all matter within a radius of 

t 

5-20 meters. Use with extreme caution. 
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DUNCAN ENERGY IB ALL 

Ail explosive sphere developed by the Gungans 
for large-scale battles. Energy balls consist of 
an unstable energy encased in a thin organic 
matrix, Tile weapons are designed to he 
hurled at opponents to temporarily stun them, 

FLASH GRENADE 

Small-area explosive designed primarily to 
blind opponents. More powerful flash 
grenades can be quite destructive, but are not 
as powerful us thermal detonators. 

HEAVY REPEATING GANNON 

Tins weapon can lay down a devastating 
barrage of fire within a short range, Typically 
they are used by battle droids to defend key 
strategic positions. Activate die cannon by 
pressing the • button while standing behind 
it. Use the Directional buttons to aim and the 
■ button to fire, 

H EA LTH 

HEALTH METER 

The Health Meter on screen shows your 
character's level of health. Your health will go 
down if you are injured, if vour health goes 


down completely, you will need to restart die 
level or load a previously saved game. Replen¬ 
ish your health with health packs that you find 
throughout the game, 

HEALTH PACK 

Restores the character's health to maximum, 

SR/flALl HEALTH PACK 

Restores 25 percent of the character's health, 
Will not restore health beyond, the maximum 

f 

limit 

Items 

ENERGY SHIELD 

Protective energy shield, which surrounds the 
player and repels blaster attacks. Pick up to 
activate, 

KEY CARD 

You’ll find a variety of kev cards and security 

■f i< i* 

passes which will allow access to secure areas 
in certain levels, 

BUTTONS 

Throughout die game, you'll find buttons you 
can push (press the ft button) to open 
various doors and panels. 


Locales 

TRADE FEDERATION BATTLE SHIP 

Full of labyrinthine passages, battle droids, 
and destroyer droids, the Trade Federation 
battle ship was to be the site for the peace 
conference between the Yeimoidians and 
the Jedi. Instead, it quickly becomes a 
deathtrap for Obi-Wan and Qui-Gon. 


NABOO 

The small planet of Naboo is home to two 
distinct advanced civilisations that Slave 
created beautiful cities, Otoh Gunga, the vast 
underwater city of the Gungans, is 
composed of intricate bubble domes and 
passages. Otoh Gunga is the former home of 
the exiled Jar Jar Rinks, who befriends the 
Jedi in the swamps. The city of Timed is 
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under siege by the Trade Federation. 
Explore the Thced palace and gardens in an 
attempt to rescue Queen Ami dal a. 

NABOO SWAMP 

Unusual creatures populate this swamp 
where Obi-Wan must reunite with Qui-Gon, 

OTOH GUNGA 

While travelling through Otoli (dingo, Obi Wan 
must successfully navigate shifting underwater 
passages of the strange city and rescue Jar Jar 


Biliks without harming any Gungans. 

TSSEED PALACE GARDEN 

The Palace Garden is an elaborate and 
beautiful place, perfect for contemplation 
when the planet isn't being invaded. But 
after the Trade Federation takes control of 
die city, Obi-Wan must explore the garden in 
search of a path into the palace. 

TREED CITY 

Obi-Wan must safely escort the Queen from 




Eve l J odrace, presided over by the crime boss 
jabba the Hu it. 

IVS0S ESPA 

After righting of Tusken Raiders, Qui-Gon, 
jar Jar. and Padme enter the bustling city of 
Mgs Hspu in search of parts for the Queen’s 
Royal Starship. While the handmaiden and 
the Gun gun obtain supplies, the Jedi j 
encounters many colourful 

inhabitants...several with their own 

_ |M ^ „ I|M|||| ........ 

i 

■ 


the Timed Palace to a hangar, where they 
hope to escape the planet in her Royal 
Starship. 

TATOOBNE 

Tatooine is a desert planet on hie galactic 
frontier and home to many alien species. Mos 
Pspa, one of Tatooine’s few cities, houses a 
variety of galactic flotsam, and offers both 
refuge and danger to visitors from outside. 
Mos Espa is the setting of the famous Boonta 


The QUEEN'S SHIP UN TATUOINE 
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problems, requests, or grievances. Unless 
he acts in self-defence, Qui-Gon must avoid 
harming tlie residents of Mos Espa, as many 
have powerful friends. In fact, Qui-Gon 
would be wise to keep his weapons hidden 
until they are needed, 

Eventually, Qui-Gon will find a young 
slave named An akin, and the meeting wit ] 
change both of their lives forever. 

MQS E$PA ARENA 

The arena is a crowded site, tilled with a 
variety of beings and encounters for the 
venerable Jedi Master, Qui-Gon, In order to 
obtain the money he needs. Qui-Gon must 
deal with the vile Jabba tire Hull Then, lie 
must find a way to place a bet on the Boonta 
Eve Podrace. 

DESERT LANDING 
ON TATOOINE 

While returning to the Queen's Royal 
Starship, Qui-Gon is ambushed by a 
dangerous Sith warrior named Garth Maul. 
Their battle on the outskirts of Mos Espa will 
not he their last confrontation, 


CORUSCANT 

The seat of galactic government for as long 
as records have existed, Coruscant is the 
jewel of die Core Worlds and the centre of 
the known universe. Kilometre-high 
skyscrapers and numerous spaceports 
cover the capital Imperial City. The lowest, 
darkest levels of Imperial City were 
abandoned long ago and are now home to 
countless vermin and subhuman beings 
moving through the shadows. 

RETURN TO NABOO 

The Jedi and their allies return to Timed in a 
last desperate effort to defeat the evil Trade 
Federation and to restore peace and 
freedom to the planet of baboo. 

THE FINAL BATTLE 

Queen Amidala reaches the Theed Palace 
and must acquire a series of keys in order to 
rescue several baboo prisoners and capture 
the Trade Federation Viceroy. As the Queen 
lights to free her planet, Obi-Wan and 
Qui-Gon engage in a climactic battle with the 
fearsome Dartli Maul. 
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Hints and Tips 

® Sometimes crates contain useful items. 
Bieak open every one that you can and get 
ready for a surprise! 


* Use povverups sparingly. You never know 
when you are going to really need them, 

* Familiarise yourself with using the iightsaber 
Thejedi have some devastating special moves. 



0 Talk to everyone and check in with the « There is often more than one way to 

characters again from time to time. You never complete the same pusale, 

know when you'll have something they need. 

• Know when to fight and when to run. 

• Do not attack unless you are sure that the 
enemv is hostile. 

w 

• Know tire strengths and weaknesses of your 
enemy. Different strategies work well on some 
enemies, but not on others. 


* Keep moving. A moving target is better than 
a silting duck. (In open areas, roll or sidestep 
whiletiling to attack and dodge simultaneously) 

* Pay attention to the features of the level 
Hints and secrets are hidden everywhere. 

* If on an escort mission, stay close to the 
person you are escorting, Do not stray or 
harm may come to him/her. 


Walkthrough 
A BRIEF START ON LEVEL 1 



□ ei-Wan and QUI-GDN are waiting in the 
CONFERENCE R□ □ M FOR THE TRADE 
FEDERATION REPRESENTATIVES, suddenly 
THEY NOTICE EDISON GAS EMERGING FROM 
THE VENTS IN “HE FLOOR. 



YOU MUST FIND A WAY TO ESCAPE THE 
CONFERENCE ROOK, BUT BE PREPARED FDR 
THE BATTLE OROIDE, DO NOT FORGET THE 
POWERS OF THE FORCE. 
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Explore the entire area, “here are many 

ITEMS ON THE SHIP THAT WILL A D IK YOUR 
ESDAPEf TRY EVERY 3 'A ITCH AND DO OH, 



LISTEN TO Du -GO'L HE VyILL OFTEN 
GIVE YOU ACYIDE ABOUT WHAT TO DO, 




Eventually you and Qui-Gok will encounter 


THE DEADLY I3ESTROYEH DROIDS. REMEMBER. 
THERE ARE ALTERNATIVES TO FIGHTING. 






Haw td Contact LucasArts 


AND/OR USING TlUi PRODUCT. YOU ACCEPT THE TERMS 


LucasArts has set up ii variety of sendees to provide you widi 
information llIkjul our latest games, liiui and gameplay 
assistance, and leclutical support. 

WHERE TO FIND US ONLINE 

Visit the LucasAils Web site at wvvTvTuc&satis.coin. Yon 
can reach us Ihraugb (fie Technical Support section of the 
LucasAris Well she. From there, you will have the option to 
receive online teclinical support Elirough Yoik's Help Desk, 
browse technical documents, or leave a message for an. 
online representative. 



LIMITED USE LICENSE. Activision grants you the non- 
L'vdii-.ivL', (ion-transferable, km i led tight anti license lo use 
one copy of tins Product solely and exclusively for your 
personal use. All rights noi specifically granted under this 
Aipcemcni arc reserved by Activision This Product is 
licensed, not sold. Your license confers no tide or 
ownership in this Product and should not be ctntsci'ucd as a 
sale of any rights hi litis Product. 


CUSTOMER SUPPORT 

Internet Support 

* internet: supjrorl@acHiisioE.com or 
litlpi/Avww.aciivision.conn 
Customer anti Technical support in Europe 
For Customer or Technical Support you can contact 
Activision in the UK on 01895 'Bo 7(H) between the hours of 
l.GOpm and 5.09pm (UK time) Monday to Friday with the 
exception of holidays. 

Tor Technical Support and Customer Service in areas not 
listed, please contact your local distributor or Activision via 
online, (Please note die online support is available in 
English only). 


OWNERSHIP. All title, ownership rights and loieUeaual 
property rights in and to litis Product stud any and all copies 
thereof ('Including hut not limited <o any titles, computer 
code,, themes, objects, diameters, character names, stories* 
dfcdcg, ea1c.li phrases, locations, concepts, artwork, 
animation, sounds, musical compositions, audio visual 
effects, methods of o|?enjtion. moral rights, any related 
docmiientittiou, and “applets 1 ’ incorporated into litis 
Product) are owned by Activision or its lic.en.sors. Tills 
Producl ss protected hy ilic copyright laws of (he Untied 
Slates, international copyriglti treaties and conventions and 
other laws, litis Producl coriiains certain licensed materials 
and Activi si mi's llcensoivi miiy protect their n'gltis in llic 
event of any violation of thi s Agreement. 


PRODUCT LICENSE AGREEMENT 

IMPORTANT - READ CARIiRI LYt 1ST OF THIS 
PRODUCT IS SUBJECT TO Till! SOFPBRB I.ICFMSR TERMS 
SET FORTH BELOW. "PRODUCT" INCLUDES THE 
software included with this agreement. the 
ASS 0CLA1TD MEDIA, .ANY PEI MED M VilLE-tlAIJS, AND ANY 
Ei.IiGTRONK: D( K l M FM AT ION, AN D ANY AND ALL CO IT ES 
AND DLJilVAl lVF WORKS OF SUCH &OFPBHK AND 
MATT-RIALS. BY OPENING THIS PACKAGE, INSTALLING* 
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SOFTWARE LICENSE AND LIMITED WARRANTY 


YOU SHALL lVL)1: 

* kxploiL litis Product or any of its parts commercially 
including but nut limited to use al a cybercafe, gaming 
centre or any other location-based site Activision may 
offer a separate Site License Agreement to penult yon to 
make til's Product available for commercial use; see die 
contact information below 

* L'sc die Prnduet, or permit use of tli i s Program, on more 
that one console device at (he same time. 

* Make copies i>F this Product <>r jure ]>ari tlleret>f, or i wake 
copies of the materials accompanying this Product. 

* Sal I, rent, lease, license, dialri Bute or othervvi sc transfer 
this Product, or any copies of this Product witlioul the 
express prior wri lien consent of Activision. 

* Reverse engineer, derive source code, modify; 
decompile. duassembte, or create derivative works of 
Litis Product, in whole or in pari. 

* Remove, disable or circumvent any proprietary notices 
or labels contained on or within die Product. 

* Export cm- re-export lids Product or any copy or 
adaptation in violation of any applicable laws or 
regulations. 



ACTIVISION LIMITED 90-DAY WARRANTY 

Activision warrants to the original consumer purchaser of 
tills console software product that the recording medium on 
which die software Product is recorded will lie free from 
defects in material and workmanship for ( Kt days from Lite 
date of purchase. If the recording medium is found defective 
within L Xi days of original iiunchnse, ACTIVISION agrees to 
replace, free of charge, any product discovered to be 
defective williirt such period upon receipt at its Factory 
Service Centre of llic product, postage paid, with proof of 
dale of purchase, as long as the Product is still being 
manufactured by ACDYLSION. In the event that the Product 
is mi longer available, ACTIVISION retains the right to 
substitute a similar product of equal or greater value. 


Hi is warranty is limited to the recording medium containing 
the software Product origin ally provided by ACTIVISION and 
is not applicable to normal wear and tear, This warranty 
shall not he applicable and shall, he void if die defect has 
arisen through abuse, mistreatment, or neglect Any Implied 
warranties applicable to this product are limited lo the 
qti dav period described above; 

EXCEPT ASSET FORTH ABOVE, TIIISVtftRHANTV IS IS LLliU 
OF ALL OTHER WARRANTIES. WHETHER ORAL OR 
WRITTEN EXPRESS OR IMPLIED, INflUDlNG ANY 
WARRANTY OF MlvRQIANTABUJIY OR FITNESS FOR A 
PARTICULAR PURPOSE, AM) NO OTHER REPRESENTATION 
OR CLAIMS OF ANY KIND SHALL BE BINDING ON OR 


OBLIGATE AtrriVISlON. When returning merchandise for 
replacement please send live original product disks only in 
protective paduiging mid include: 

J. A photocopy of your dated sales receipt 
2. Your name and .return address, typed or clearly printed 
A. A brief note describing the defect, die problem{ r) you 
encountered and the system on which you are running 
the product 

4. If you are returning the product after the 90-day 
warranty period, hm within one year sifter the date of 
purchase, please include a check or money order for 
£10,00 sterling or AIT) fi 17 per disc replacement. 


Note: CettlDed snail is recommended. 

In Europe semi to: 

WARRANTY REPLAC iEM ENTS 

AC Til VISION, Gemini House. 133 High Street, Yiewslcy; West 
Drayton, Middlesex ITJ7 7QI., United Kingdom. 

Disc Replacement; + 44 1895 45b 700 


COPYRIGHT 

The enclosed software product is copyrighted and all rights 
are reserved by ACTIVISION Inc and/or ils licensors, El is 
published exclusively In ACTIVISION . The distribution of 
this product is intended lor the use of the original purchaser 
only and for use only on die console system specified in ill is 
manual. Lawful users of lliis program are hereby licensed 
only to read [Lie program from ils medium into mcmoiy of 
a console solely for the purpose of executing (lie 
programme, spying {except for one backup copy on those 
systems which provide fur it), duplicating, selling, or 
otherwise distributing lliis product are hereby expressly nol 
permitted by ACTIVISION This manual and all other 
ducumen Union contained heroin are copyrighted :tnd all 
rights are reserved by ACTIVISION, Inc and AcLi vision HR 
Limited and/or its licensors. These documents may not, in 
whole or In pan, be copied, photocopied, reproduced, 
translated, ur reduced lo any electronic medium or 
machine-readable form without prior consent, in witling, 
front ACTIVISION. Violations of copyright law- may result in 
civil damages and. hi certain cireumstances, criminal 
penalties. © E99B ACT! vision. 

This licence (including it's jurisdiction clause) shall be 
governed by; construed mid take effect in accordance with 
the laws of England and Wales. Tile courts of England and 
Whies shall have exclusive jurisdiction over any claim, 
dispute or difference which may arise oul of or ill 
connection wilii this license. 


LIMITATION ON DAMAGES, IN NO EVENT WJI.L 
ACTIVISION OK m LICENSORS BE LIABLE FOR SPECIAL, 
INCIDENTAL OR CONSEQUENTIAL DAMAGES KLSULllNG 
FROM POSSESSION, USE! OR MAI.1’L NOTION OF THE 
PRODUCT, INCLUDING DAMAGES TO PROHiR'IY LOSS OF 
GOODWILL. COMPUTER FAILL'RE OR MALELNClTON AND, 
TO Till; EXTENT PERMITTED BY LAW, DAMAGES FOR 
PERSONAL INJURIES, EVEN IF ACTIVISION OR ITS 
.LICENSORS HAVE BEEN ADVISED OF THE! POSSIBILITY OF 
SUCH DAMAGES. ACTIVISION'S AND ITS LICENSORS 
IlAlillilY SHALL NOT EXCEED THE ACTUAL PRICE PAID 
FOR THE LICENSE TO USE THIS PRODUCT. SOME 
STATFS/COUNTRIfLS DO NOT ALLOW LIMITATIONS ON 
HOW LONG AN IMPLIED WARRANTY LASTS AND/OR T.IIL 
EXCLUSION OR LIMITATION OF INCIDENTAL OR 
CONSEQUENTIAL DAM ACTS, SO THE ABOVE OMFIAHONS 
AND/OR EXCLUSION OR UMfMON OF LIABILITY MAY 
NOT AlTl Y TO YOU THIS WARRANT!!' GIVES YOU SPECIFIC I 
I FOAL RIGHTS. AND YOU MAY HAVE OTHER RIGHTS 
WHICH VAR) FROM JURISDICTION TO JURISDICTION. 

TERN! IN AITOIN, Without prejudice lo any other rights of 
Activision, ibis Agreement will lemninate automatically' if you 
fail to comply with ils terms and cmidilinns. In such event, 
you must destroy all copies of this Product mid all of iLs 
component pails. 

INJUNCTION. Because Activision would he irreparably 

damaged if die terms of this Agreement were spriclflcally 

enforced, you agree that Activision shall be cmitled, without 
bond, other security or prool of damages, to appropriate 
equitable remedies with respect to breaches of this 
Agreement, in addition to such oilier remedies as Activision 
may otherwise have under applicable laws. 
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INDEMNITY. Yon igree to Indemnify tfefend and hold 
Activision, its partners, affiliates, licensors, contractors, 
officers, directors, empires and agents harmless from all 
damages, losses and expenses arising directly or indirectly 
from your acts and omissions to act its using (he Product 
pursuant to die terms of tills Agreement 



MISCELLANEOUS, This Agreement represents the 
complete agreement concerning this license between Eire 
parties and supersedes all prior agreements and 
representations between (Item. It may be amended only by a 
writing executed by both parlies. If any provision of this 
Agreement is held to be unenforceable for any reason, such 
provision shall be reformed only to die extent necessary to 
make it enforceable and the remaining provisions of ibis 
Agreemem shall mi be affected If you have any questions 
concerning this license, you may contact Activision at 31 Of! 
Ocean Park Boulevard, Santa Monica, California SH>4uS 1 +■ 
I (310) 255-2000. Atm. Business and Legal Affairs. 
legal@acLivisii:ui.c(,un. 

If the Software is acquired under agreement with die U.S. 
government or nny contractor therewith. it is acquired us 
"commercial computer software" subject to the provisions 
hereof, as specified in -W CKF 12.212 of die m and if 
acquired for Department of Defense (Dot)) unite, CFR 
> F -7202 of (lie DoD FAR Supplement. or sections 
succeeding thereto. 

O LucasArts Enter(ainmeiu Company Etc, 

© l.ueuslihn I.ul. & I'M. 

LMl'SE LLS> Patent Vn, 5,315.057, 

All rights reserved. I sod under authorisation, 
tliis is a work of fiction. All of the characters anti 
events portrayed in this giunt are Hclional. Any 
resemblance to real persons, living or dead, or 
actual events, is purely coincidental. Distributed in 
die |iK by Activision. 
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